Introduction Chapter One
Why choose action genre? 
Simulations, Sports, Strategy
Modding Half-Life 2
• What is a mod?
• Half-Life 2
• Modding Tools Narrative Structures 4 1. Embedded elements are pre-generated narrative components such as video clips and scripted scenes.
2. Emergent elements are created on-the-fly as the player interacts with the game, arising from the operation of the game system.
In the middle of the north Atlantic, a lighthouse juts out of the water. Inside waits a rusted bathysphere, which takes you deep under the ocean to Rapture, a city sprawling along the sea floor.
A man named Andrew Ryan, a former Soviet citizen, built the city in 1946, and the society was envisioned as the ultimate capitalistic and individualist paradise, with the elite achieving for themselves, rather than for the whole.
At one point Rapture's population numbered several thousand at its peak during the early 1960s, composed of those people Ryan viewed as the best examples of mankind. A large and tiered economy grew among the people, with different quality products catering to different levels of the society.
The grand Art Deco architecture is at once futuristic and archaic, but as you step into Rapture, you find the city a shell of itself. The walls are crumbling and the ocean is seeping in. The hallways are littered with corpses, those who were once the best and brightest of the world above are now mutated and mad, roaming the corridors and waiting to ambush you at every turn. • Games are a subset of play: Games constitute a formalized part of all activities considered to be play.
• Play is an element of games: Play is one way to frame the complex phenomenon of games. It is an essential component.
• Game Play is the formalized interaction that occurs when players follow the rules of a game and experience its system through play.
• Meaning: The context of a game's meaning is the space of experience where interpretation takes place. Interpretation in games is the act of play. The Education Arcade's Revolution "as challenging as it is to design a good educational game, it may be more challenging to design a good educational system for educational' games to flourish in"
